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THe ^ 

THBCU&H rue 
CAVB6 Liice A iC’/'*ise 
I^AVtgM/ THty ArtNNOT 

L Be STOP^SP/ A 


TfK TJMAJSVeA! STBOMiHOiV. 
deep wiihm ihe ^AeRdCPlA}/ 
M(mrTAl^. 2JS7yeara 
before ihe yreeek IciBASE. ' 














VW/ISIVB6 PW'r RUM- 


<66P VOUR 
e>AC< fC N\i, 


-rue^e CRgATURe$ 
ATTACIC /VKPRg SAVAOecy 
THAM AM/ IV6 «e6M eeweg. 


THg/eg srAj?yec>. 
AM eAylPTV B£LLy 
A1A/6$ A F/eRCS 


^ PeRWAP -5 ^ 
»-« 3 !< 4 '^Mi?ULP 
«rA/CL< 36 e 
V TO /!*?. ^ 


Itu TA«e THAT A6 
A COA1Pi./Aif£A/r, MY 

6TOUT /OUMO euci'... 


^ OMg PA/ WE MU^T > 
PI-SCU^$ THg gPFEtr 
/OUR Arr/Tt/P£ HAS OM 
/// -SOUPieR*" AMP 
OM /ffsr._-< 


...PERHAPS 
|.ATgR WE CAM- 



















It^CH (3P BCMPe fCZ 
gvEey YSAT. of uipe 

/OJVg ^TOi£M! 


^ ^weet, ^Tupip'' 
tmi...x N/eeP /oj 

/V1C«g THAN rA{f 
V <seww Pk?. V 


PI<>HT, fcfA//> 

C(av\g 9ACfc 
lOfY&f > 


we 6<JMe, ^ 

ryMOiffYixv/xocApe 

VOUB Tl/Vie WITH U6 
. 16 PINVSHEP. 


?^VOU A1U6T^ 
Kji>W. THAT 
^16 AN 


' OO0&>f&Q, \ 
KTA/ueN. CHAei5>e' 

THg A/£rMeK 

JfXACM^ WITH 
AUU Twg POVYeH 
THAT 16 ViPUlZ i 
6P>UU... ^ 

































P/VK Says Jaien In the. 

imesTof utveswocTD, &> ihe 

south of ihe mouniain Stain. 


ir$ee/v\^ f HAV? 
4N UNANNOUNCei? 
. (sue^f, H/vww...? 


^eicofAi noMe/ 
K£5u HA/e 9eeN ABse^r 
ezm Mt fAK “^oo 


ASiP 

«u:ha 
auier 
PN6/. 


^ <3ive V0U 
QC)CO gVEMINld, 
BRorwee. 


VW5UUP rwAT /<?u HAP Nievge i 

CAN'T STAA/P IT THAT >t5U ARg IN WIN. 


ccwAe, uiTTte o ^ j / s .- ^ 

5HAKg /<?UK BOI^OW WITH 

. /He, I wiuu. i-wrgM. 


W LET IT M^/r ^ 

" TIUU /V1c?eNIN(&. I \ 
HA/g TRA^gteP WlW- 
puT ^Lggp Ase seve/tAc 
PAV^, ANP THg Wgl6HT 
PP /HZ NgWIg Id M£AmK 
L THAN/Hy$TRgMg>rH J 
k CAN 9gAe. ^ 


RgdT ^ 
THeN, UITTLg 
^ 5l«Tge. 
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MARZ • SEARS • SMITH 

^ I X-O 050-X 
ML UPl COMING llsw 

Igm amJ ,. this JUNE mSm 















..MB WA6 SIA/A/ ?>y ah 
O^C. I ^e>CAPBr?, I WA6 AAOr 
. AX x\AB enp. ^ 


xwt AHCienr > 
PWA^ven \<\N6fPOM 
\6 MUBA/. rHi6 HAVe 
t SBA/BBiP i>Ofy\B 
. VA^6 M<9W. < 


MB OO^l\U6 AHP ^ 
(P^Ce AZB CO^\^Ofro 
/CATfA, AHP MOA/TfOBP 

Td^WM \6 IH TW&ie P^TH. J 


X WB 

BOi/iP MAvei ro /yoH‘Tp<opv, 
AHP kVAPA/ TM^M Of 
. MB x?xaPf^. 


xfy.. I VO HOT w^isir 

r^p xhpouoh 

MB Pl6A6rBP^ ro 

CO/V]B, PB^I^AP6 you 
^AVB yBPfMBAA/^ 
^ fOP rpo iOHO... . 


BKCBLLBA/r/ AHP WUBH 
WB PBTUPH... you WILL PBMOV'B 
XHB eA/CA/AA/TAxe/yr 
. XUAX y-BBP^ tAB y0U^07j 


xyw\, \X'6 3BBH \ 
M/ICP BHOUOU > 

fA/B Oirr Of 6APPAPIAH 
60C\B^A- fOP (T^ (PWKI 
OOOP"AfXBfi CBHXUP\B6 
INJ IT^ mv^x. X COULV 
NOT ^BA^ MY A 
L By\LB ALOHB. X 


*^^WB WILL 

lbavb max fop^ ir-$ 

AAOPSPf^AV . 


The nexl day 
y. — 7 i^jmi .'S 













































WILL CITI56 


1 K TMg p/iise 

hf OOC? WAte^ all 

111 OP WHO A;2g 
Li6uAMELgi$6 ANJO 
*1^ UPeiOMT. 


f:^U, TWg BOUNJTIPUL aAlNJ^ 
OP /CATiA WILL ^ A 
. y\/A£r£cAA/iP, . 


you WILL BOV^/' 

Ihj ABjrecr BU 0 - 

M/BS/O/^ AT THE 

LLAWEP PEET OP... 


VOU WILL 

&BOk£l OA/CY 

poie Youte cHiLp- 

^ egM6 


ME B£fO/C£B 

TO ^EE voue WAeP* 
8UILT LIVE^ 
O^a/VfBUA/O 
INTO COReUPT/OM 
. AROUNJP VOU. > 


























































rVA/ioi/A/ 
io//eoiApe 
/5 TOUR AC^ 
/NCARNATe.f 


0U1^ ^ 
AWC/£/^S 

CANhlOr RECALL 
TME PAY 6 HB 
k WA$ BORNi.^ 


M16 LA6T > 
WORP6" 

'TOi/RACf-/ 

AAAOAP j 

V y 


you A^E SmOA/O. 

^ youe MEA?2Td A?E IN 

TMI6 BUT you 

V INTO A 6INOI.E PORCE. 


CAN you 

RE/V\E/V18ER 
MER A6INO 
yTAR? 


TOUZACU PL 0 r 6 
THE POIA/A/FAIL 
OP OUR PEOPLE. 


ly^ vyHo ^ 

I ( kViuL as TMAT 
k MA1RNE65? . 


JOIN /VIE IN 

P£SrROV/A/^ 

MI6 LIV1N6 
iMCA^tslAJiONj 


^ HELPU-B ^ 

P\0^r,FArU£R 
w FARR€U ^ 


5 


TDueACH'd pweii' LESION, r>ViE 

<9e/%veoF rAiE cao^/uMp. 

SATHEeS EVEN AS WE SPEAI^, 


...Tou/eACU, 

p>aiz/< oAf£! mKKtKKKBIKKM 

r . / 8ur wow CAM you 

( SAKT youSSELVES FB0W\ 
V SVIL'6 APFTiOAOH? A 


^ TWO PAV 6 ASO, THIS ^ 
6>YMBOL WAS 

TAMEM FROM THE MECIC OF 
V -AN esoM HAMp A*»y: > 


yt?U PO NOT EVEN 
ArJViPH' WHERE TO 
FOOUS yoUR FISHT,' 


AiWtE NO /VMSTAIS'E, TOURACW 
live, NOT IN THE PARK 
FORW\ OF SOME SROTESOUE BEAST. 
BUT IN THE FAC6e LIKENESS OF 
A BEAUTIFUL, INNOCENT 6/€»A. 






































IT wB've 

fOMP oue 

V/lLA/^. j 


,,,4NP m AAo^r 

psvoret? ^\xowe^ 

WILL LEAP U6 IMTO 
battle-WIELPINJ^ A 
new WEAFDM, ^TAPASLE 
OF PE6T?Oy(N(b 
TOUeACM /^£l^SR/ . 


^ coAfe • 

OP 

MOATPORP. 


HUNN?; 


you WILL gE ou;^ 
yOUNO WAPI^IO^ 
yvu WILL SLAY fK OOP. 


¥Y0^^1^/B6 


/VIE 


IAN 


I /V1EAN, Ty/y LONEOLAPE \ _ / OOULP FATHEI2 
A STRAAAS^e ONE, BUT IVE w» FAI?eEL BE RfOPT 
6EEN THE PATPPR WITH HEl^ /T^^^OUT MEe 
/V^OTE TI/yE5 TMAN QKlCE.^y^ VVPi ^Bnilllllll ' M^ 






































"...WU KNOW I WOULP 
YOU TO THg 
<pp TMe VYO^C^, '' 


^ Ip Tw^ ^ 

COME CeA^HIKlO TW50U6M 
TME6E yge/ W4LL/6, WILL 
THAT 3E £/YOUOH 
. TO CONVINCE VOU7 ^ 


THI^ ^ 
ONE 1 ^ OUlTE 
^UCIOU^ 


I A^Si/K£ YOVl, U£UT£hlAK}T, IP THBEE 

/«e^ THAULic^ CLc>se sv; oue m//rsi?^6£Oirtig 

WILL HAVE dKgwElJEP A^JP SASITP THEM BV UOA' 


/V 1 AJE 6 TK IT ^ 
LCX3IC6 A$ IPOUK 

AMST£K^C0UT, 

UOREW, HA6 

. 8e<:c/vie h-h.^ 


^ HE WILL BE ^ 

lieutewant, we have 

a^OC/ZU. /MATTERS 
TO PI^U^6. ^ 


SINCE THE EMP OF THE ^ 

/fA/T/ae//r/£s vwm, the 

Alt? OVER HAVENWOOP HAS 

6i?owN colper. foop is 

iC/)RC£-mP> 60 out? MA6ES 
)^CJ^/f77f£P THE THALLIPS^ 


-•< jffi' p '■J 


* WE NEVER OUESSEP 1 
THIS Fa^6‘U6-CATTi£ 
WOULP 6AIN THE A&ILITV 
TO Vl//£CP WEAPONS 
. ANP )f£B£C Z / 


r WE O/IA/A/OT 

ALLOW OURSELVES TO 
&£ THREATENEP BV 
TMOUSANPS OP these 
CS 6ATUR£S-r t?eMAI^O 

PULL ACCOUAfT/j. 


ill 




1 ' ^ 
























































"^OKSS^-yOU WILL 
TO Twe 
FOee^T FLOOR, AMP 
pBovipe A eepcKT 
wiTHiM THRee c»va.,“ 


^ IT 16 NO 6lM ^ 
TO PlTyoNE'6 
^/V£/¥lfeg. MAi>£. 
I'M COMFIPEMT 
THE VOUTH WILL 

varso/i m 

, FAMILyi* 

V MAAiie, J. 


we PAcre^s/^ 

WOWeVER^ YOU WILL 
se CALLEP UR5M TO 

^:!ae«S^^wl6„. 

>>. COMPUCT. ^ 


i6Twe^ 
L/l6TTiAt£ 
YOU PRAOME 
AWAY FROM THE 
CMAMBeK, 

. /VIOROAM, > 


nNTWe FUTURE^ 
you WILL ePEAK' 
BeFOBETHEeN- 

nee coiMCfi- 
oe HOLP YtXJB 
k TOM6ue. A 


we muet ^ 
LET lorem 
. WI6 LO/ALty , 


FOCOIve 

wie,youR 

MAJE^TV. 


...BUT WITH PUe ^ 
BESPECT, I &E6 

yaA-e£CO/^£/c^£R 

voue PEOlBIOM TO 
iEMP LOREM, y 


'^E £tMMe& HI6 
OWN FATHER" A NOBLE 
ELF, ANP tXeAT^O^ 

the THALLlPd-'lNBETRAV- 

W^SY/APATMY POK 

TMOEE CREATUREd. 


'^COMfilPER THE 
^access Of- 
LOREN'B MiBBlOhl 
OUARANTEEP. 


Eli 

- 

-uUiifi 


in ^ 




















































^0/Vl£ PAY. YOU WlLi 

uNPeK6TANpJx<Kny 


^ NOT FOE /V\e, THAT 0)I?T 
CLOT r£ie/S/y)J^£, ANP 

bevonp, holp 
N o AAORB PLACE IN N\Y 
/Y£AffT THAN THE 
L BUZZlNO IN MY FACE, . 


£^/iR/VI/A/£ 

A'S ALWAYS. 


STAY WITH 
Me,TYM, 

AoKoer Youp 

selfish 

p£Arni/y/6fY_^ 


1SHOULP > 
HAVE FORCEP 
THOSE TWO 
af^OTAKTO 
TO THROW 
THEIR 

TAA/TAa/AS 

ELSeWHERE.il 


I'M OLAP ^ 
YOU'^/e CHOSEN 
TO WALK WITH 
ME, TEY, IT'S 
&OOP TO SEE 
YOU IN OP£f/ 
A/R. AFTER i 
. SO LONS, / 


THE > 
AOR££T 
BRINE'S BACIC 
SOOP 

A 1 £AWK/££, 

POeSN'T J 
. IT? A 


Tuege 'NA6cfru£ 

BIJOTHER, 

SETTINS /l\/yoCI/£P 
WOULP ONLY HAVE 
AWE THIN6S WORse. 

P'V^'RE always"^ 
■ OW£Ut/YO OWrtY£ 
1 PAST' IT'LL BE 
lI, your UfYOO/WO. I 


...Of coLfPse, \ / 

I WILL }/ 
CO AS YOU 


SHEP ^ 

^1ZAX6,^Y 

Vwl-PYE... , 


ON THAT ^ 
PAY YOU WILL 

£wyym 

JAYOPAW.a 








































XCM'T 0 £l/£k'r^ 
THI6.' AFTeZ QgPEAr- 
tf/O A THOUSANP MBl^l 
IN BATTce, I MUST 
V BE ^f^£LTeif£P? . 


STAV )M 

OF t^y £A^r, TYM/ 

tve A Feet IMS Twese 

Aee MO oiJpiMAe/ 

KOAPSIP£ THf£Ve6. 












MOVE ^ 
jytRReUTiSt . 


r the MPMAf/ > 

ROEEfi U/TTlE WR£Ar, 
BUT THE 6IRL. MUET BE 
TAKEN while 6HE 16 

ORTR£ 

V > 


>^IT'6 A BIT > 

/MOK than 

IM APRAIP. j 


A 0COPP 

CULT/1 HAP A 


THE l/PCYCA/F 
UP THEee WITH THE 
FlLli>e££P 6ICUUL' 
CAP 16 AN tf//? 
MPUAtA/MReg- 
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Fiom The Creative Team That 
Brought You The Hit 
MAGIC: THE GATHERING 
Miniseries 


mClAL PREVIEW 

muK 

MR 

n 

it 

M 

IH 











THReAref^/s 

TO RUT 

youR. 

AAOTHB/^'S 
HBAtP 
THROUSH 
A WALL _ 


S..&UT BHB 
WON'T LET YOU 

roc/c// h;/v\. 


THOU3H IT'S 

/y/A/ery 

YOU WBAR YOUR 

lbathbr jacket 

LIKE 


BUT IT CAN'T 

YOU PROAA 
THB A/O/SB. 


IT WHISPERS 
PRO/A THE 
SMAP^OIA/S 
PBEP INSlOe 
YOUR 



II III mm .. 1 

PtjQy^ 1 <)Hf V 


KSm/m V A niY 










































































IT POU/^aS IN 
you/? TSAAPLB^-- 
PUS/^ES thpou&h 
YOUR lYE/A/S... 


...ANC> YOU CAN'T 
TELL WHETHER YOU'RE 

IN PP/V&E/?-^ 



iaft OQt lt^ 

Lp “w. 


. V«i4 


1 • V 


[" ‘ 





IB 

















rHBM you /T 

OVBR THB C 

yOUfZ 


PUNNy...you 
/^BAL./ZB ^ , 

BUB'S PROBABuy 
0 aTRAYB(P 
you. 


BUT ON the OPP-'chance 
BHB'S /A/A/OCBA/K YOU 
Cl^urCH THB CARC?^^ 


^-ROCl/S^THB WAY 
BPIRO TRA/NBP^ YOU. 


1 YOU PBBU HBR 
1 //or ON YOUR 

BRBATH^ 

C./RS. 






1 


r , YjHW 

1 



"1 





Writer: Jeff Gomez Penciller: Val Mayerik Inker: Rick Bryant Color: Mark Csaszar Letterer: Joe Albelo Editor: Gregg Sanderson 













































'WITM655 Hee'' 

coA/reAiRr, 

/V\Y FLOCK/ 


r THI« ^ 

HUAMU 
//l/^AThlOW 
H/>eBOBS rWE 
OOPOf^ 

^ U£i/ A 


j^e/tuY. 

oi/y^e/ 

you THINK THIS/iLL 

A »/r/vu/cnr 


< WHeNTN, 
WILL VOU 

ftSActze 

THAT A/O 
/MEANS 



















































r vwikjT 

ycu 70 Pie 


...AMP I'VE 

pecipep 

AOAIM6T 

dO/Z/V<£> 

/MYOWM 

^AMP6.' 
















































HgAET* I ■6HOUUP 
l■^MOW ABOUT? 


...THE ^ 

PLAoep THeiR 7»tfr 
lU HER-ANiP the 

PRICE WITH THE I.OS6 
OP THEIR <IM6POAA/ , 


HOW LOMC'^ 

HAVE you 
/^A'/V'<SP 
FOR THI5^ 
VOUK/tCH?' 
PECAPEd? 

cetfruKieA? 


^ evEM HOW, 

i« AMA65IH6 AT OUR 
WORTHEeN BORPER6" HAR- 
HE6«IH& 8A6ea^ATURg^ 
-AWAITIM& HER FMMl . 
co/vi/k^AA/iRy > 


ITEHP6 


you RBElC 
OF peRTH. 
TYMOLINi 
U5HE61.APE, 


r HARICEU, > 
gARKBLireif 
ripiNE>$ co/v\E 

FROM THE 


THAKHi THE 

ARRIYEP IH TIME 
TO a70f> YOU 
FROM 

aiAU6UT£gM&^ 

, MORE/ ^ 
































































At/fA/rce 

6LIPP^P BSrwggNJ 

youz OLP, 

< MAN.., ^ 


... I iV/A^L ^ 

6^cceez? wHee^ 

MV 0f^^UR£A/ 

^ mizx?. ^ 


^ yaj'i?^ A ^ 
^/WKT^WILP I 
WILL 6Ay THAT. 


I, Oisj THE OTHER ^ 
MANP. WOULP 6Ay ^NE 

16 AA/OTAf€j^ /ICTIM 
OP PARREL'6 5/^Ar 
. /W//V2P. 






























THe mm-ups 

&fiS/fr6r/^Mpm 

AMP NOW TMEV 

, ooM^neuc-T 

K MeLveKA.z 


r£^T^/t>teA/r 

TO THEII? OROWIM& 

/ArreLLfoe/^., 


w \ 

■ AM UP^TABr \ i 

■ IN 1/ 
1^ TlHe V^XO&lJf A 

^ yOUR 6TAE^^ 
eveo/iPM/PAfnMf 
FA1.L4 OM PSAF 
e/tP6, LOreM" 
MAAAetV, Al/A/S". j 


T TMe X'INOS ^ 

yyufsr£zacopr ^ 

HA6 C-OMPLergP MI6 
/♦fAS»«W"AMP Mow AT 
LA6T IT'6 TIA/ie FOR 

MI6 "CCA/PUCr-TO 
^ Be '’coKKccr^/' J 


I WOMPeR.„MOW UONO 
MA« IT eeeN •siMc.e 60 

urrte ma* seeN 

6ACP/y/cep TO ACHieve 
^ o Macffz- > 





























































SeparaieJ^k 

from TymoHn^ 
in l?ie. ^ 
, darkness— 


i/PSr/tieTa 

IT MlAd^TMf/TPiP^tS/ \ 
2£/U.a7S /t/t/P ' 
Ati/epgKej^s/1 M^\/£ 
m/£p n> fPAAop£ 
YOl/AUFPRTM? ( 
mOi/^/tA/P y£/IR£/ / 


r TR€R£ /5 /VO V 
CMotce, ry/^-A/ow 
X AM TPe 

aooAiopAU. i 
I FOCH.S/ A 


















IF we POKJT 6ET 
TO AiOA^f^lOK^ ' 
600M, ICATIA WILL i=»^ 
vse oi/iegei/f^.^ jL A 
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ADDBE88 AU LETORS TOi 

MAOICSIGNATUBBS 
Fallen Empires 
leof Vita - As^ Editor 
c/o ACCLAIM COMICS 
878 Seventh Avenue 
New Yorit.N.Y. 10001 


yiTPA V7hen we started the 
A * wsmj. anuan* MagIc: The Gathering 
comics iine, it was our 
intent to showcase the worlds of Dominia in all 
their power, glory, majesty, and even...tragedy. 
Fallen Empires chronicles the razing of the 
civilizations of Sarpadia and the epic struggle of 
Tymolin Loneglade against the forces of 
destruction. The characters and creatures that 
you see in this booh are ail part of Wizards of 
the Coasts’ most recent Magic: The Gathering 
trading card game expansion. Fallen Empires. 

Now if you’re unaware of this phenomenon 
we call Magic: The Gathering, let me see if I can’t 
get you up to speed. 

Magic: The Gathering is the nation’s hottest 
trading card game. The game itself is a duel 
between two players who represent the most 
powerful magicians on the fantastic universe of 
Dominia. Both players portray Planeswalbers 
who take turns casting spells that will both 
defend their ground and defeat their opponent. 

The land of Sarpadia, as depicted in our 
Fallen Empires comics, is set on the world of 
Dominaria. Many of the nations of Dominaria 
contain five lands which produce five different- 
colored mana (Black, Blue, Red, White, and 
Green). This mana is the power source for 
Dominarla’s magic, and the magical energy 
used in the game to cast offensive and defensive 
spells. Spells differ in their casting cost and 
power, and certain spells have neat little “fast 
effects” which can make games more 
interesting. Players combine skill, strategy, and 
a heaping dose of good luck to construct their 
decks and thwart the decks of their opponents. 

A player can customize his or her deck based 
on which strategy he or she wishes to employ. 
One might wish to utilize a creature-based 
attack and load up with Green spells. Another 
might like a more direct damage deck and 
use more Red magic. Players who favor 
manipulative and deceptive gameplay can use 
Blue magic to frustrate opponents, while White 
magic can be used for defense and balanced 
attacking. The Black magic, a popular choice, 
is the magic of death and decay—not for 
the squeamish! 

In the Fallen Empires expansion, the five 
colors of Magic also represent the various 
cultures of Sarpadia. Blue can be seen as 
representing the struggle of the Vodallans 
against the invading Homarids, while the Red 


magics are home to the Dwarves, Ores and 
Goblins. Deep in the forests of Havenwood, the 
Eivenfolk thrive on their use of Green magic, 
while the citizens of Icatia wield the White. 
In sharp contrast, the sinister Ebon Hand lays 
claim to the sacrificial Black magics of 
Tourach. When you begin incorporating these 
cards into your own Magic deck, you’ll get to 
see these and many other awesome creatures, 
legends, places and artifacts. 

In fact, as an added bonus, the first book of 
this series contains an actual Magic: The 
Gathering—Fallen Empires booster pack for 
you to begin your collection! Each card is sure 
to draw you further and deeper into the dying 
light of Sarpadia. 


Don’t fret! Even though all of Sarpadia will be 
tumbling around our ears, we’ll have a trusty 
guide on our side in the form of Shawn Carnes. 
Shawn is a Magic: The Gathering rules guru 
direct from Wizards of the Coast, who will be 
explaining the use of all these great new spells. 
He will show off all the neat combinations that 
we use in the story and provide you with 
strategy tips for you to use in your next Magic 
duel! 

So write in and let us know what you think. 
Even though this miniseries only runs two 
issues, you never know—your letters may 
indeed show up in other Magic titles from 
Armada. I’m here to answer all your comments, 
by the way. I’m also an avid Magic player, 
so if you have any ideas for awesome spell 
combinations that we can use in the book, 
please send ’em on in! 

On behalf of the Armada team, I’d like to 
thank you for picking up this book. I hope you 
enjoy it half much as we’ve enjoyed creating it. 
So then, come with me now and bear witness to 
the last of the Fallen Empires. 


















A HISTORY of FAUEN EMPIRES 

By lohn Tyncs, Pominia Continuity Coordinator 


The Brothers War ended a hundred years 
ago. but it’s legacy is only now beginning. 
The terrible magical forces unleashed upon the 
world of Dominaria (as seen in the Antiquities 
expansion and in the upcoming AntiqiiltiM War 
comic booh), have brought about terrible 
climatic shifts, and a new Ice Age has just 
begun. In the southern hemisphere, the 
changing weather has brought misery to the 
continent of Sarpadia. The empires of that land 
are finding their resources growing scarcer and 
life becoming dangerous. Fallen Empires tells 
the tale of these lands, and of the events that set 
their fall In motion. 

Development work on Fallen Empires began 
in the early summer of 1994. The design team— 
Skaff Elias, Jim Lin, and Dave Pettey—took 
on the project with relish. It was the first 
expansion set that the team (who had recently 
joined Wizards of the Coast full-time as part of 
Deckmaster’s Research & Development) worked 
on in-house and on-site. Their goal: to create a 
well-designed, carefully balanced card set that 
would encompass everything WotC had learned 
from previous expansions. 

The setting and thematic structure of the 
project came concurrently with gameplay 
brainstorming. The team decided to focus on a 
major event in Dominaria’s history and tell a 
story that was a subtle sequel to their work on 
Antiquities. They designed Fallen Empires to 
cluster around the median of card power, and 
to avoid both spoiler cards and useless cards. 
This design reflects their philosophy: that 
Magic: The Gathering should be a game of 
subtle cunning and constant transformation, 
rather than a mindless slam-happy game of 
brute force, where the player with the largest 
wallet always wins. 

The setting and storyline of FaOen Empires 
has been seen in bits and pieces within the card 
set and in WotC’s magazine. The DadlsL The 
comic book you’re holding is the first place that 
some of the origins of the empires’ fall have 
been told. It’s a tale of a continent wracked by 
desperation and corruption, as well as by 
menaces both internal and external. 

The largest of the Sarpadian empires is Icatia, 
a civilized nation of merchants, bankers, and 
elected officials, with a strong army and 
advanced medical knowledge. Strong though 
Icatia may be without, it is torn from within: the 
zealot Farrel and his followers are pushing for 
radical religious and political reforms, a push 
resulting in a divided populace. Their principal 
opponent within Icatia is the Order of Leitbur, 


a group of peace-minded moderates. The Order 
of Leitbur sees the Farrelites as dangerous 
extremists; the Farrelites see the Order of 
Leitbur as meek cowards. 

A group which both the Order of Leitbur and 
the Farrelites fear and oppose is the Order of 
the Ebon Hand, a corrupt sect that practices 
sacrifice and sinister magic. The Ebon Hand 
keeps a low profile, but recently their 
experiments in creating a sentient slave-race, 
the Thrulls, have backfired. The Thrulls are in 
rebellion, causing many problems for the Order. 

Off the coast lies the Merfolk nation of 
Vodalia. Ruled by a militant, magic-wielding 
Upper Class, the Vodalians are fierce and 
hard-working, engaging in substantial trade 
with Icatia and other empires. The Vodalians are 
opposed by another group called the Homarids: 
primitive but fast-spreading crustaceans who 
threaten the survival of Vodalia. 

Havenwood Forest is home to a nation of 
Elves. These Elves recognized the changes in 
weather and began breeding new forms of fungi 
as a food source. The unintentional result of 
this breeding was the Thallids, sentient fungus- 
creatures that are now in revolt against the 
decadent Elves who created them. Much like 
the Order of the Ebon Hand, the Elves are 
reaping what they have sown. 

The major forces of chaos in Sarpadia are 
the Goblins and Ores, who thrive even in 
the harsh climatic changes that are weakening 
the rest of the land. Their first victory is 
over the small Dwarven empire, which fails to 
them almost immediately. 

Their next target Is Icatia. 

Another chaotic element is the pianeswalker, 
Tev Lonegiade. He has been living as a recluse 
for decades, in semi-retirement after growing 
callous and ceasing to care about the fate 
of anyone other than his sister. In these pages, 
Tev will abandon his seclusion as events 
draw him unavoidably Into the conflicts of 
the empires. The absolute power of his 
planeswalking abilities has left him bitter 
and hateful, and should he be provoked, the 
consequences would be disastrous. 

The ultimate fate of the Sarpadian empires is 
not a pleasant one. The rivalries between the 
different empires create external discord, while 
the internal disputes weaken them from within. 
Tev Lonegiade is the wild card that sets the 
course of the emplres...but his story does not 
end with them. The lesson of Fatlm Empires Is 
clear: corruption breeds destruction, and those 
without mercy are those without hope. 






Seer Analysis 

by Shawn F. Carnes 


Hello, planeswalfters! This time around, we get a chance to take a look at the special two-issue 
fallen Empires series, based on the intriguing expansion deck of the same name from Wizards of 
the Coast. This is the third series in Armada’s Magic: the Gathering™ comics line, and it focuses on 
the realm of Sarpadia, the central location for the expansion. My job is to call the shots as I see ’em 
by pointing out elements in the story as they relate to the game, and how well I think these 
elements translated into the comics medium. I’ll be giving you all the color-commentary on the 
action as it unfolds. 

The story starts off with quite a clash: a Dwarven Stron^old is under siege by numerous Goblins 
and Ores. The sheer numbers of Goblins and Ores are appropriate against the Dwarves, especially 
with the Goblins (the expansion deck features a number of Goblin cards, as weil as Goblin 
Warrens). The focus is on Tymolin and her lover Kaylen as they defend the stronghold, even as it 
is being overrun. The battle seems to be accurately portrayed, reflecting the skills and strategies of 
both sides. The strike from behind against Kaylen is especially appropriate for Orcish behavior; the 
Ores of Dominarla have not been known for their bravery or honor in battle. It is a nice touch to 
establish the land of Sarpadia, at least from the perspective of Red creatures. 

Now on to Montford, which highlights fttrrel and his followers: nice job in bringing them to life. 
The farrelites are zealots through and through, and their fatalistic fanaticism is useful in combat 
situations. They are not interested in peaceful alternatives in protecting leatia. Although Icatia 
represents the White magical aspect of Sarpadia, the zealously blind behavior of Farrel is 
certainly in keeping with the spirit of both the card and the color. To the Farrelites, might makes 
right. Farrel’s use of the Mantle, as well as the Holy Hand Grenade-like Aeollplle, was an effective 
touch in highlighting Farrel’s use of force and power to achieve his aims. 

Personally, 1 found it almost poetic that the powerful and mighty Mantle was defeated by a 
simple spell from Tev, the Dlsendiant It really 
can be interesting to see two opponents who are 
tapping the same colored mana (in this case. 

White) square off against one another. Tev and 
Tymolin’s confrontation with the Farrelites also 
shows us that White can be a bit harsher than 
most people give it credit for. By the way, did you 

notice what colors Tev used in the battle? There _ 

was a smattering of Green and White, but the big stuff he used was Black. It will be interesting to 
see how Fallen Empires #2 develops this, as Tev is sure to run up against the Ebon Hand. 

Finally, let’s take a look at an element the comic effectively examines. One of the biggest reasons 
why Sarpadia fell was internal conflict. On a specific level, Morgan is a Thelonlte Druid who 
possesses the special ability to manipulate the Forest. In this case, he turns a tree into a 2/3 crea¬ 
ture to shake Loren from it and betray his location to the nalllds. Perhaps issue #2 will reveal 
Morgan’s deeper reasons for giving Loren such a hard time—in turn, giving us deeper insight into 
the dilemma of the Elven Empire. 

The strife within the Elven ranks (Loren vs. Morgan) is an interesting twist, bringing to light some 
of the turmoil that must have contributed to the collapse of such a noble empire. A common 
misperception when it comes to the backgrounds of the colors in Magic: The Gathering is that 
devotees of individual colors, in and of themselves, work well together. In this issue. Red has had 
an all-out battle with Red, White threatens to eliminate the heroes of our story, and Green is 
embroiled In chaos on two different levels. 

Overall, the first issue was well crafted. Not only did It properly tie into the cards, it makes me 
want to read Fallen Empires #2! Kudos to the writing talents of leff Gomez and Kevin Maples. The 
art, as always, was breathtaking. lust one thing, however, for all of us to keep an eye on—Tev. I’m 
telling you, he’s got some secret that will come to the surface soon enough. Also, I’m still trying to 
figure out the combination of cards to keep someone/something alive for centuries, just like 
Tymolin. Yes, 1 understand the premise of artistic license—and it’s often been said that planeswalk- 
ers are long-lived—but it still doesn’t hurt to figure these things out for game purposes. Living in 
perpetuity would certainly put a new dimension to the game! 

Until next time, may your Backfire never backfire. 
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F rom the creators of Magic™ 
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THE HIT MOVIE! 

I he once in a millennium 
confrontation 
- is upon vou! 

Using the powerful spells and 
potions entrusted to vou by 
your Druid ancestors, battle 
gargoyles, the Undead, fire- 
breathing dragons...and If you survive, 
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runestones-and save all creation 
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The evil unfolds...(&]6) 624-9300 
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